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Implementation of Animated Video to Improve the Science Learning 

Outcomes of Junior High School Students. In the digital era, the use of 

animated videos is necessary as a learning medium because it presents visual 

and audio forms without the need for direct observation. This study specifically 

focuses on improving learning outcomes in science subjects. This classroom 

action research was conducted in two cycles following Kemmis and Taggart’s 

model (1988). The research subjects involved were 24 seventh-grade students 

from SMP NU Miftakhul Jannah because the learning resources available at the 

school are not yet varied. Data were collected through observation and tests. 

Quantitative data analysis shows an increase from cycle I to cycle II from 

58.24% to 83.2 %. These findings suggest that animated videos can serve as an 

effective tool for improving student learning outcomes, particularly in 

technology-integrated education. 
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INTRODUCTION 

Learning is an activity carried out by the teacher to change student behavior for the 

better. (Fakhrurrazi, 2018). Enhancing the quality of education can be achieved through the 

integration of media into the learning process. (Ferry & Kamil, 2019). According to Wulandari 

et al. (2023) and Fadilah & Kanya (2023) Emphasize that the primary role of media in 

education is to stimulate students' motivation to learn. Research indicates that students 

exhibiting high levels of motivation tend to achieve superior academic results. (Suryaman & 

Suryanti, 2022). This finding aligns with earlier studies, including those by Ferry & Kamil. 

(2019), which demonstrated that the implementation of animated video learning models 

significantly contributes to improved student performance. 

Numerous strategies have been devised to enhance the efficacy of the learning process, 

among which is the incorporation of technology-driven educational media, specifically through 

the utilization of animated videos. An animated video is a movie created by processing audio 

that corresponds with images to produce images that move along a predetermined path for each 

frame. (Islam et al., 2022). This animated video medium represents a category of electronic 

media that utilizes video formats to disseminate information through engaging animations. 

(Puspitasari & Informasi, 2024). In the learning process, using animated video-based media by 

presenting learning material through videos that can be analyzed directly by students, and can 
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make students think critically in examining what has been presented by the teacher. (Sakila et 

al., 2024).  

However, in practice, numerous students continue to encounter challenges in attaining 

optimal learning outcomes in the field. Preliminary observations conducted by researchers at 

SMP NU Miftakhul Jannah indicated a lack of variation in the teaching and learning 

methodologies employed. Teachers still use the lecture method, presentations using 

PowerPoint, the use of textbooks, and student worksheets (LKS). Furthermore, students 

frequently encounter difficulties in the comprehension of the content presented by the educator. 

Student learning results from daily tests; it was found that 70.8% of students still did not meet 

the Standardized Criteria for Completeness (KKM). The current state of student learning 

outcomes indicates that they are not yet fully optimized and require enhancement. One 

alternative solution to overcome these problems is to utilize animated videos in learning. 

Animated video media can make it easier for teachers to explain student learning material and 

can attract student attention because animated videos have an attractive appearance. The more 

interesting the media looks, the more motivated students will be in learning, which will affect 

their learning outcomes. (Resiani et al., 2015). 

Existing scholarly work has investigated the impact of animated videos on student 

learning outcomes; however, the preponderance of this research is directed towards students in 

grade VIII and at the secondary school level. The utilization of animated videos as an 

instructional resource within the seventh-grade junior high school curriculum, particularly in 

the context of substances and their transformations, has not been extensively explored. 

Consequently, this study seeks to address this lacuna by evaluating the efficacy of animated 

videos in enhancing student learning outcomes at the aforementioned grade level. 

 The primary objective of this research endeavor is to examine the correlation between 

the utilization of animated videos and the subsequent learning outcomes achieved by seventh-

grade students in the domain of science education. This research endeavor is centered on the 

topic of substances and their transformations, with a specific emphasis on evaluating the 

capacity of animated videos to facilitate student comprehension of this material and 

consequently enhance their academic performance. This research endeavor is projected to 

furnish empirical findings that substantiate the positive influence of animated videos in their 

capacity as an innovative learning medium. 

 The urgency of this research lies in the need for technology-based learning methods as 

an answer to the challenges of education in this digital era. This research provides a practical 

solution to the problem of low learning outcomes of grade VII students by using a technology-

based approach that is easy to implement. In addition, the results of this study are expected to 

be a reference for teachers in developing more interesting and innovative learning strategies. 

METHODS 

Conducted at SMP NU Miftakhul Jannah in Berbek District, Nganjuk, between 

September 27 and October 26, 2024, this classroom action research investigated the effect of 

animated videos on the learning outcomes of 24 seventh-grade students (11 boys and 13 girls). 

The researcher, in collaboration with the science subject teacher, conducted the 

observation involving seventh-grade students at SMP NU Miftakhul Jannah. The purpose of 

the observation was to examine the practical application of animated videos in the learning 

environment. Assessments were employed to evaluate student learning outcomes. This 

research approach utilizes the Kemmis and Taggart model, which consists of two cycles and 
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four distinct phases: planning, implementation, observation, and reflection (Azizah, 2021; Institut 

et al., 2021; Machali, 2022; Utomo et al., 2024). The design in the presented animation video 

includes thought-provoking questions, definitions, and classifications of substances with 

illustrations, an animated video showcasing examples of substance changes in daily life, and 

finally, a conclusion with reflection questions for the students. The duration for conducting this 

lesson is 50 minutes. 

1. Planning 

 The planning phase encompasses the formulation of a comprehensive action plan aimed 

at realizing predetermined objectives. At this juncture, the researcher engages in collaborative 

discourse with the teacher to delineate the initial conceptualization of the substance material 

and its attendant changes. This collaborative effort serves as the foundation for the subsequent 

preparation of appropriate learning materials, including, but not limited to, animated videos,  

LKPD, and test sheets. 

2. Implementation 

 The execution of this process involves engaging in direct, in-person educational 

activities within the classroom setting. At this stage, the class used is class VII SMP NU 

Miftakhul Jannah. The activities carried out at this stage are: (1) greeting students with 

greetings, (2) attendance, (3) apperception, (4) showing animated videos according to the 

material discussed, (5) asking questions to students, (6) explaining the tasks that students must 

do and distributing student worksheets that have been prepared. 

3. Observation 

 Observation is observing the results or consequences of the actions taken on students. 

At this stage, observations are made of the situation of the learning process, the results, and 

any obstacles that occur during the learning process. Furthermore, this phase is conducted to 

determine which actions align with the established plan. 

4. Reflection 

 Reflection is an activity that includes analysis and evaluation of the actions taken with 

students. The data collected is then analyzed to check whether the action has been by the plan 

prepared and to find effective solutions that will be taken to be followed up in the next cycle 

(Inovasi et al., 2021). 

 
Figure 1. Classroom Action Research 

Source: personal image adopted (Kemmis and Taggart, 1988) 

 

The data analysis approach employs comparative quantitative methods to assess the 

influence of animated media on educational outcomes. In this study, the performance metric is 

defined as whether the average student score meets or exceeds the minimum competency 
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standard (KKM) of 70 or achieves a target completion rate of 75%. The level of student 

completeness is evaluated based on the established criteria for learning outcomes. 

Table 1. Criteria for Student Learning Success Level 
Interval Score Category 

90 - 100 Very Good 

80 - 89 Good 

70 - 79 Enough 

0 - 69 Needs Guidance 

 Source: (Handayani et al., 2024) 

  

Calculating classical learning completeness can use the following formula: 

Percentage of completeness = 
𝑛𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑠𝑡𝑢𝑑𝑒𝑛𝑡𝑠 𝑐𝑜𝑚𝑝𝑙𝑒𝑡𝑒𝑑

𝑡𝑜𝑡𝑎𝑙 𝑜𝑓 𝑎𝑙𝑙 𝑠𝑡𝑢𝑑𝑒𝑛𝑡𝑠
100% 

RESULTS AND DISCUSSION 

This study revealed a gradual improvement in learning outcomes for seventh-grade 

students at NU Miftakhul Jannah Junior High School (Berbek, Nganjuk) throughout the 

research cycles. The cycles encompassed distinct phases of planning, implementation, 

observation, and reflection. The results from Cycle I and Cycle II are detailed in the following 

sections: 

Table 2. Comparison of Student Learning Outcomes 
Category Cycle I                              Cycle II 

Average Score 65,8                                    82,2 

Max Score 85                                       95 

Min Score 45                                       65 

Complete 

Incomplete 

Percentage of completion 

Percentage of incomplete 

14                                       20 

10                                       4 

58,24%                               83,2% 

41,6%                                 16,4% 

 The data presented in the table indicates a variation in test results between Cycle I and 

Cycle II. In Cycle I, the average score was 65.8, with 14 students achieving completion, while 

41.6% fell into the incomplete category. In contrast, Cycle II demonstrated an improvement, 

with the average score rising to 82.2, 20 students completing the assessment, and a 

completeness rate of 83.2%. This information is further illustrated in a diagram. 

 
Figure 2. Graph of Student Percentage Achievement 

 

According to the diagram presented, there is a notable improvement in scores from 

Cycle I to Cycle II. In Cycle II, the average score achieved by students was 82.2, categorizing 
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it as good. This enhancement in scores can be attributed to the researcher addressing the 

shortcomings identified in Cycle I. During Cycle I, the instructional approach was less 

communicative and appeared to be hurried in the delivery of content, which led to diminished 

interaction with the students. Meanwhile, in cycle II, the researcher explained using more 

communicative language, making students more active in the learning process by throwing 

questions to students questions and having students answer them. 

This study indicates an enhancement in student learning outcomes, aligning with the 

findings of prior research by Ferry & Kamil. (2019) In their study, they showed that the use of 

animated video learning models can improve student learning outcomes. In his research, he has 

reached the target completeness of 88.8% in cycle II. In his research, the students studied were 

18 students with the material on the human digestive system, which is different from this study 

that focuses on the material substances and their changes. The presence of animated video 

media and discussion groups in his research is a similarity in this study.  In other studies 

conducted by Febriani et al. (2022)Inovasi et al. (2021), Kusumahwardani et al. (2022), Lake et 

al. (2023), Putri et al. (2022), Sunami (2021)Research indicates that the incorporation of 

animated videos significantly enhances student learning outcomes. 

The achievement of educational objectives by students serves as a clear indicator of 

improved learning results. A notable statistical difference between pre- and post-assessment 

knowledge levels is a critical measure of effective learning. (Yunita & Wijayanti, 2017). The 

utilization of animated video media is particularly well-suited for application in the context of 

science education, which is abstract and requires a lot of memorization, where most people are 

confused when learning the material. (Ferry & Kamil, 2019). This strategy provides a different 

atmosphere from conventional learning and can increase students' enthusiasm for participating 

in learning activities. (Wahyuni, 2022). Animation also contains creative and imaginative 

elements that can foster children's creativity and imagination. (Setiawan et al., 2020). The use of 

funny and interactive animation media makes learning at school more interesting and fun for 

students. (Sari & Yatri, 2023). This is especially helpful for science learning, which relatively 

requires an imaginative description of a term, function, or process. (Imamah, 2012). 

The follow-up results of the findings conducted by researchers hope to develop 

animated video content on other materials besides science subjects. Material development can 

be done by collaborating with the subject teacher concerned to ensure the quality of the content. 

In addition, researchers hope to measure objects other than student learning outcomes, such as 

critical thinking, motivation, and student interest in learning. And researchers hope to conduct 

research in other classes and at other levels. 

The limitations of the research conducted are that, because the research subject is 

limited to one particular school, the results of the study may not necessarily describe similar 

conditions in other schools with different backgrounds. This study exclusively examines the 

impact of animated videos on enhancing student learning outcomes, as assessed through 

quantitative testing, thereby neglecting other dimensions, such as increased learning motivation 

and interest in learning, which are not studied in depth. This research also only covers the 

material of substances and their changes, so it cannot be used as a benchmark for success for 

other materials or subjects. 
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CONCLUSION 

Based on research conducted on VII grade students of SMP NU Miftakhul Jannah, there 

was an increase after being given a learning model using animated video media. The data 

regarding target achievement indicates a notable improvement, with the percentage rising from 

58.24% in cycle I to 83.2% in cycle II. This represents an increase of 24.8% across the two 

cycles. The visual display of moving images combined with sound will provide a more 

engaging and clearer visualization for students without the need for direct observation. The 

conclusion shows that students more easily understand learning using animated videos, which 

affects learning outcomes. 

 

SUGGESTION 

From these conclusions, the researcher has suggestions, namely: (1) It is expected that 

teachers can create more varied learning media and models, such as using more engaging 

animated videos, physical teaching aids, and/or interactive games that are appropriate for the 

material to be taught, (2) students are anticipated to engage actively in the learning process 

within the classroom environment, with the teacher providing stimulationg and reflective 

questions to the students and allowing them to answer, (3) the school is expected to support 

learning activities and provide complete teaching materials, (4) research should study learning 

media other than animated videos such as the use flipbooks in learning or project-based 

learning, so they can recommended to the teachers regarding effective learning media. 
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